The article raises the question of transformations of screen culture in the XXth-XXIst centuries. Screen culture as a phenomenon of audiovisual synthesis has gone a long way from the moment of its inception (photography, invention of cinema, later the development of radio, television, and video) to a wave of 'digital revolution' that has produced the new forms of screen art, manifested not only in the digitization of cinema, photo, and television products, but also in computer technologies, online social networks, etc. It was the screen culture that became the construct of such a phenomenon as 'virtual reality'.
Introduction
In this article, we focus on the screen culture as a phenomenon of the information The digital revolution at the turn of the XXth-XXst centuries resulted not only in a total transformation of the screen culture as such, but also in the creation of the global media environment, whose emergence is associated with a colossal and novel influence of the media industry extending in almost all spheres of public life and consciousness. The world screen became not only a mirror for the planetary life but also an original space where cultures engage in dialogues and polylogues. Following his example, M. Castells acknowledges that the global media environment helps us understand that we live in the kind of culture "which is virtual in its essence, because it is structured primarily through electronically based virtual processes of communication. It is real (and not imaginary) because it is our fundamental reality, the material basis on which we live our existence, construct our systems of representation... This virtuality is our reality" 
Screen Culture: An Audiovisual Synthesis
Screen culture is a special kind of culture tha is based on the synthesis of technology and creativity, sound and images, displayed on screen as its material medium.
The invention of cinema in 1895 and its dynamic proliferation that was followed by the spread of radio and television, video, personal computers, digital photos, and Internet; the experiments testing the artistic potential of color music, all sorts of audiovisual effects, a growing popularity of audiovisual technologies in all spheres of culture and everyday life -all of these are the diverse forms of a single entity -the screen culture. Screen culture has its own language and sign system, which is closely linked to the We would like to stress that throughout human history people have been always interested in the existence of parallel worlds, including the artificially created ones.
Screen Culture and Virtualization of Reality
However, a desire to scrutinize the processes by which the new reality is being constructed became manifest only in the age of technical revolutions and rapid development of ICT.
Attempts to grasp the 'otherness' of virtuality were made as early as in antiquity.
In 1990s the notions of 'virtual reality', 'cyberspace', 'virtualizing the mind' and others have gained such popularity that we can hardly imagine sociocultural sphere without them -be it theoretical research or real life practice [2] .
The impact that virtuality is exerting on modern culture is dramatic. It enables a smooth transition to the 'network' society (M. Castells), as well as establishes the direct and equal connections of everyone with everyone, providing institutional structures with an opportunity to consider personal requests with more precision and exactness.
At the same time, modern humanities tend to accentuate the fluidity and uncertainty of reality -the 'virtual' phenomena, that is, everything that is tied to mental, spiritual and symbolical world. Moreover, we can agree that game, illusion and chance as variations of pseudoreal existence "become the mindset dominants of modern culture;
everything turns into an element of... risky and playful experience including commerce, politics, sociocultural practices" [7] .
Conclusions
Having analyzed screen culture, we have explored not only its transformation from the cinema culture to the television culture, video culture, and finally computer and Internet culture. We have also showed that the screen culture is nothing else but the construct of 'virtual reality' and, therefore, a virtual culture as a special environment for a contemporary individual. The defining specific features of virtual culture, which allow cybertravellers to create their own virtual worlds, are: an opportunity to independently model virtual space through personal scenarios; personal foundation of virtual culture (since it is different for every Internet user); and an open nature of inner cultural mobility.
At the same time, virtual culture can be analyzed as part of the 'real world' culture that is developing according to its own plan and has its own characteristic features and an authentic space. Using the structural and functional approach, we can define the main functions of virtual culture as: informational, cognitive, communicative, compensatory, creative, integrative, mediatory and socializing. And we have agree with those scholars who find compensatory function to be the dominant one. Its quintessence can be formulated as a unique 'compensation philosophy' -the one that replenishes all those things, which are missing in objective reality and are integral elements in the individual's perception of axiological and ideal (mythological) world.
